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new yoRK ciry- 
AT THE MERCY OF THE GREEN GOBLIN! 
HE'S BOOBY-TRAPPED THE CITVS SKYSCRAPERS 
WITH SUPER BQMQS/ 
I MUST SAVE THE CITY NOW. 
BUT THE GOBUN 
WILL TRY TO STOP MY EVERY WOVE 
CRIMINALS AND TiME BorrtSS— 
EVEN THE GRf£A'©OOiWHlMSELF- 
STAND BETWEEN MB 
AND THE SUPERBOMBS* 
can; i save the city in TIME' 



OBJECT 

The object of the game is to defuse as many Super Bombs 
as possible— and to score the most points along the way. 

SETTING THE CONSOLE CONTROLS 

1 . To select a game number (see Game Selection Box). 
press down on the GAME SELECT switch. The game 
number will appear at the top of the screen. 

2. Press down the GAME RESET switch— and you're ready 
to start the action! 




THE JOYSTICK CONTROLLERS 

Make sure you plug the Joystick controllers firmly into 
the jacks al the back of your video system. Use the LEFT 
controller jack for one-player games. 
Use the Joystick and the red "fire" button to move SPIDER- 
MAN up the side of the skyscraper. First, press the fire but- 
ton. Then push the Joystick controller up, to the left, or to 
the right. A line of web fluid will shoot up or diagonally to the 
left or right, depending on the direction you move the 
controller. 

{NOTE: You can also shoot a web down to move SPIDER- 
MAN down the building, but only after you've moved 
SPIDER-MAN up the building from his starting position.) 
Release the fire button at the desired web length. The web 
line goes from short (by quickly releasing the button and 
controller at the same time) to long (by pressing the button 
and holding the controller in one direction until the web line 
stops). Once you shoot a web, you can lengthen or shorten 
it by pushing the Joystick controller up or down. You can 
also cancel the web before moving SPIDER-MAN by 
quickly pressing and releasing the fire button. 

Once you've made your web line, use the controller to move 
SPIDER-MAN up the skyscraper. If the web line is directly 
above SPIDER- MAN. move the Joystick controller UP. 
S PI DER-M AN will make a verti cal "climb" UP to the end of 
the web line. If the web line is diagonal to SPIDER-MAN, 
he'll swing back and forth at the end of the line until you 
move the Joystick controller UP. SPIDER-MAN will then 
swing UP to the end of the line. 



During a ciimb, you can stop 
SPIDER-MAN before he reaches the 
end of the web line by quickly press- 
ing and releasing the tire button. 

The end of the web line must land on 
the building (not on a window) or the 
tower. If it lands on a window or on 
any portion of the sky, SPIDER-MAN 
will fall. To catch him. shoot another 
web fast! 



Fire 
Button 




LETS SEE WHAT YOUR 

SUPER-HERO POWERS CAM DO 

AGAINST ME.SP/Pfff'MA/V. 

I'M PAR MORE DANGEROUS 

ThAtJVoO THINK, 

WES-SMN6ER! 



I — Super Bomb 



PLAYING 

This illustration shows 
the entire skyscraper— 
and its high voltage 
tower— that SPIDER- 
MAN must climb to get to 
the Super Bomb. This 
view is given for i nforma- 
tion only. You will never 
see everything pictured 
here at the same time 
on your screen. Instead, 
as SPIDER-MAN ad- 
vances UP the building— 
or falls DOWN to the 
Street— you'll see sec- 
tions of what is shown 
here. 



You'll start the game with 3 "SPIDER-MEN." The first one is 
shown on the side of the building, ready to begin the climb 
to the top. The remaining "SPIDER-MEN" are shown at 
the lower left-hand corner of the screen. 




Spider- Men 
Web Fluid 



WEB FLUID 



Each SPIDER-MAN has only a limited amount of web fluid 
which decreases with time. The web fluid is monitored by 
the red line located in the lower right-hand corner of the 
screen. To gain web fluid, SPIDER-MAN must capture crimi 
nals and bombs. If SPIDER-MAN's web fluid runs out, he'll 
fall. The game then continues with a new SPIDER-MAN. 



SCALING TH E BU ILDING 

When the tune starts to play, SPIDER-MAN starts his mis- 
sion on the side of the first skyscraper But watch out for the 
criminals! Their job is to stop SPIDER-WAN from reaching 
the high voltage tower. The criminals will randomly pop up 
in windows. If SPIDER-MAN's web line crosses a criminal, 
the criminal will cut the web, causing SPIDER-MAN to fall. 
Shoot another web fast, or you'll lose this SPIDER-MAN! 

However, SPIDER-MAN can capture the criminals by 

crossing his body over 
them. For every criminal 
captured, you earn 30 
points-and SPIDER- 
MAN gets more web fluid! 




MOVING ONTO THE HIGH VOLTAGE TOWER 

Once SPIDER-MAN moves to the top of the building, he's 
faced with some tricky maneuvering to scale the high volt- 
age tower. Remember, if SPIDER-MAN's web lands on any 

part of the sky, he'll fall! 



He's also faced with 
another danger on the 
high voltage tower: time 
bombs planted by the 
GREEN GOBLIN! The 
time bombs count down 
toward explosion, chang- 
ing from black to red. 
SPIDER-MAN can de- 
fuse a bomb by crossing 
his body over it. For 
every black bomb he defuses, you earn 50 points; for every 
red bomb, 80 points. And SPIDER-MAN gets more web 
fluid, too. 

BUT if SPI DER-M AN's we b crosses a bomb, or if a bom b 
explodes near SPIDER-MAN, he'll fall. Shoot another web 
fast, or you'll lose this SPIDER-MAN! 




STARTING THE TIMER ON THE SU PER BOMB 

The GREEN GOBLIN doesn't want SPIDER-MAN to cap- 
ture his criminals or defuse the time bombs. So he's de- 
cided he'll make SPIDER-MAN's mission even harder! He's 
set limits on how many criminals and lime bombs (red or 
black) he'll let SPIDER-MAN capture ... but he won't tell 
what those limits are. If SPIDER-MAN captures too many 
criminals and time bombs, the GREEN GOBLIN will start 
the timer on the Super Bomb. As you move SPIDER-MAN 
up the building, listen closely. When you hear a low-pitched 
sound, that means the timer has started on the Super 
Bomb. Get set to move SPIDER-MAN to the Super Bomb— 
and fast! 

APPROACHING THE SUPER BOMB 

At the top o1 the high voltage tower is the Super Bomb— 
and the GREEN GOBLIN! To get to the Super Bomb, first 
you'll have to move SPIDER-MAN past the GREEN 
GOBLIN. If the GOBLI N touches SPIDER-MAN or any part 
of his web, SPIDER-MAN will fall. Shoot another web fast, 
or you'll lose this SPIDER-MAN! 



Get SPIDER-MAN past the GREEN GOBLIN, and get set 
to defuse the Super Bomb. Pass any part of SPIDER-MAN's 
body over the Super Bomb before it explodes— and you've 
defused the Super Bomb! You'll earn bonus points equal to 
the number of points scored while scaling that building and 
tower. 

SPIDER-MAN then moves onto the side of another building 
to begin the action again at a diferent level (see Game 
Difficulty). 

If SPIDER-MAN doesn't defuse the Super Bomb before it 
explodes, you'll lose that SPIDER-MAN. However, the 
action will continue at the base of the same building with 
a new SPIDER-MAN. 




GAME DIFFICULTY 

Each time you defuse the Super Bomb, you'll hear a short 
tune. Then the game will continue at a more difficult level 
with your remaining "SPIDER-MEN." The building and high 
voltage tower will either increase or decrease in size {see 
illustration in "Approaching the Super Bomb"). The web 
fluid will run out more quickly. And the GREEN GOBLIN will 
move faster and will be anywhere— ready to dog you every 
step of the way on your mission to defuse the Super Bomb! 

END OF GAME 

The game ends when no "SPI DER-MEN" are left. 

To Play Again: In a one- or two-player game, press the 
GAME RESET switch to play again at the same game 
number. To play at another game number, use the GAME 
SELECT switch. 



180-DAY LIMITED WARRANTY 



PARKER BROTHERS warrants, subject to the conditions 
below, that if the components of this product prove defective 
because of improper workmanship or material during the pe- 
riod of 180 days from the date of original purchase, PARKER 
BROTHERS will repai r the product or replace it with a new or 
repaired unit, without charge, or will refund the purchase 
price. 

CONDITIONS: 

1 . Proof of Purchase: The retail sales receipl or other proof 
of purchase must be provided. 

2. Proper Delivery: The product must be shipped prepaid, 
or delivered to PARKER BROTHERS {address: 1 90 Bridge 
Street, Salem, MA 01970. Attention: Quality Control Dept.) 
for servicing, either in the original package or in a similar 
package providing an equal degree of protection. 

3. Unauthorized Repair, Abuse, etc.: The product must not 
have been previously altered, repaired or serviced by any- 
one other than PARKER BROTHERS; the product must not 
have been subjected to an accident, misuse or abuse. 
REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the product malfunctions after the 1 80-day warranty pe- 
riod, you may ship the product prepaid and enclosed with a 
check or money order for $8.00 to Parker Brothers. Parker 
Brothers will, at its option, subject to the conditions above, 
repair the product or replace it with a new or repaired unit, 
subject to availability of parts. If replacement units or re- 
quired parts are not available, the S8.00 payment will be 
refunded. 



EXCEPTTOTHE EXTENT PROHIBITED BY APPLI- 
CABLE LAW, ALL IMPLIED WARRANTIES MADE BY 
PARKER BROTHERS IN CONNECTION WITH THE 
PRODUCT, INCLUDING THE WARRANTY OF MER- 
CHANTABILITY, ARE LIMITED IN DURATION TO A 
PERIOD OF 180 DAYS FROM THE DATE OF ORIGINAL 
PURCHASE; AND NO WARRANTIES, WHETHER EX- 
PRESSED OR IMPLIED, INCLUDING THE WARRANTY 
OF MERCHANTABILITY, SHALL APPLY TO THIS PROD- 
UCT AFTER SAID PERIOD. SHOULD THJS PRODUCT 
PROVE DEFECTIVE IN WORKMANSHIP AND MATE- 
RIAL, THE CONSUMER'S SOLE REMEDY SHALL BE 
SUCH REPAIR, REPLACEMENT OR REFUND AS IS 
HEREIN ABOVE EXPRESSLY PROVIDED, AND UNDER 
NO CIRCUMSTANCES SHALL PARKER BROTHERS BE 
LIABLE FOR ANY LOSS OR DAMAGE. DIRECT OR CON- 
SEQUENTIAL, ARISING OUT OF THE USE OF, OR IN- 
ABILITY TO USE, THIS PRODUCT. 

SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS, OR THE 
EXCLUSIONS OR LIMITATIONS OF INCIDENTAL OR 
CONSEQUE NTI AL DAMAGES, SO THE ABOVE LIMITA- 
TIONS O R EXCLUSION MAY NOT APPLY TO YOU. THIS 
WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS 
AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH 
VARY FROM STATE TO STATE. 



GAME VARIATIONS 

SPIDE R-MAN has 6 game variations. Games 1 , 3, and 5 
are one-player games; 2, 4, and 6 are two-player games. 
See the Game Selection Box for game number variations. 

Two-Player Games: Games 2. 4, and 6 are two-player 
games. The left player goes first; players then alternate 
turns. Your turn ends when you lose a SPIDER-MAN; you 
begin your turn with your remaining "SPIDER-MEN." Each 
player's score is displayed throughout his or her turn. The 
game ends once both players have lost all their "SPIDER- 
MEN." At the end of the game, the 1st player's score shows 
at the top of the screen; the 2nd player's score shows at the 
bottom. 

SCORING 

Your score is displayed th roughout your turn . Points accu- 
mulate as follows: 

Capturing a criminal 30 points & web fluid 

Defusing a black time bomb 50 points & web fluid 

Defusing a red time bomb 80 points & web fluid 

Defusing a Super Bomb double the points scored 

on the last building and 
high voltage tower. 

Every time you score 1 0,000 points, you'll get another 
SPIDER-MAN! 



GAME SELECTION BOX 



Game Numbers 

1 2 

3 4 

5 6 



Game Levels 

Easiest 
More Difficult 
Most Difficult 



If you should have any difficulty operating or playing 
SPIDER-MAN, call our Electronic Service Department 
at these toll free numbers: 



1-800-892-0297 
1-800-225*0540 



In Massachusetts 
All other states 
(not available in Alaska, 
Hawaii, or Canada) 

Lines are open 8:30 a.m. to 4:30 p.m. (EST) Mon.-Fri. 
(excluding holidays). 

If you are unable to reach us via the Answer Service Line, 
write to the Consumer Response Department in the location 
nearest you: 

In the U.S.A.: Parker Brothers. P.O. Box 1012, Beverly, MA 

01915. 

in Australia and New Zealand: Parker Games, 104 Bourke 

Road, Alexandria, N.S.W. 2015. 

In the United Kingdom: Parker Games. Owen Street, 

Coalville, Leicester LE62DE England. 



